EXECUTIVE MENU MASTER 


This is a simple program that allows the user to design and store 
screen displays that can be recalied by a MC user call from within 
any BASIC program. The program allows use of all graphic 
characters as well as user defined graphics, but does not permit 
FLASH, BRIGHT, PLOT or DRAW. 


To load, enter LOAD "*", 


Once loaded, the main menu will appear. Before beginning to use 
the program, we suggest that you "play around" with a few of the 
menu options to become familiar with their operation. 


Menu command 1 permits you to reserve space for the initial number 
of screens you wish to store, and tells you what the CLEAR address 
is and the user call. A hard copy is provided (if your printer is 
on) to permit you to insert the required commands in your BASIC 
program. It is important to remember that lines 1 to 30 must be 
saved within your BASIC program to provide the proper POKEs to 
display the screens. The print routine that starts at line 4000 
demonstrates the BASIC print routine that you must use within your 
Program to recall the screens. We made certain that the program 
would be easy to break so you can list or review these routines 
any time you wish. (Pay particular attention to line 4040. It is 
the key to proper printing.) 


The program as shipped contains 10 review sample screens and POKEs 
for you to store up to 30 screens. However, if you wish to store 
more than 30 screens, you can add additional DATA lines 31 to xx, 
if you follow the proper procedure. Note in looking at the first 
30 lines that there is always the same numerical sequence which 
gives the MC routine the starting address for each individual 
screen (in 705 BYTE blocks). By entering additional data tines 
(lesser BYTE first), and reading them from BASIC (line 4030), you 
can recall all your displays. (Subroutine 1500 converts a starting 
address to the proper DATA POKEs) 


It is possible to set screen colors to see how your displays will 
appear within your BASIC progran, but the colors are not saved 
with the code, and must be set within your BASIC program. 


Inputing a screen display is a simple matter of - what you see is 
what you get. The display is entered as a string, starting at the 
upper left corner. Once you hit ENTER, the screen is stored. Arrow 
keys will break the program with a STOP in INPUT, because those 
keys cannot be read as string input. 


Saving the CODE is the easiest function of the program. After you 
call the menu command, you will be given instructions and the 
program will STOP. Prepare your tape, enter SAVE "name",CODE x,xx, 
and press ENTER. The code will be saved, ready for recall from 
within any BASIC program. 


The user defined graphics permits you to design graphics that you 
may wish to include in your program, and provides a print out of 
the DATA statements you will need within BASIC to set them up. 
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